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Disney Editions is honored to pr DISCAR DED treasure—one pirate’s self- 


published recollections of the Pil. jre actual “guidelines”) and 
the knowledge he acquired during his many years on the account. Author Joshamee Gibbs was First Mate 
to the legendary Captain Jack Sparrow, Pirate Lord of the Caribbean, and as such, he literally went to the 
ends of the earth and back in his adventures. 

Rumors of the existence of this book have circulated for generations. Bits and pieces of Joshamee’s 
knowledge have surfaced through the years, passed down among seafarers whose ancestors claimed 
to have owned or read a copy. However no complete edition of this book had ever been discovered— 
until now. 

With the advantage of twentieth-century technology, one of the most legendary ships to be lost at 
sea, the /itanic, was located and explored, and among the many mysteries that were solved as a result 
of this was confirmation of the existence of Gibbs’s book. Inside a highly-decorated chest was a sealed, 
intact copy of /he Pirates’ Code. After changing hands several times, the book found its way to an 
antiquarian book dealer, who happened to be the mother of an editor at Disney Publishing. 

Gibbs’s manual contains his interpretations of the Pirates’ Code, including entries that detail proper 
procedure for the division of spoils and how to invoke the right of Parlay, as well as sage advice on 
how to live a pirate’s life, encompassing such extensive topics as what to do if you are marooned on an 
island; the best way to walk on a ship; an encyclopedic section on ship terminology and sailing tips; and 
his personal stories of the many myths and legends of the sea, such as the Flying Dutchman and the 
treasure of /s/a de Muerta. 

Upon further scrutiny, the editors were even more excited to realize that this particular copy must 
have, at one point, been in the possession of Joshamee himself, as he made several additions before 
bequeathing it to an unknown recipient. It is annotated with handwritten comments on the contents, 
and has letters glued in between the pages from Elizabeth Swann, Will Turner, and Gibbs's captain, Jack 
Sparrow. Additionally, Joshamee drew artwork in the margins, folded in paintings, and, using wax and 
glues, placed in ephemera that related to the text. 

The book you now hold is a scan of the original with minimal clean-up. We offer it for your enjoyment 
and education in the hope that Joshamee’s words will help you to Keep to the Code! 
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FOREWORD 


- . fi hy [> 
As I look back on the exploits of my life, having spent most of m 
days at sea on all manner of vessels, honest and otherwise, I fe 


; hand straying towards the quill rather than the compass. 
,. Reader, in your hands you hold one pirate’s knowledge 

the account including information academic to conducting a lif 
q as well as a generalized summary of the Pirates’ Code as f 
a / surmised it. The Code is a sanctified instrument outlining the proper 
— rules of engagement and protocol both on and off the high seas, among 
— pirates as well as foes and to a lesser degree those of the friendly sort. 
-. It is my hope that this sharing of knowledge shall contribute to the 
—_ community of pirates and allow each to dispense their vocation with 
= accuracy and endurance. 
. THE BRETHREN Court 
- . 
4 : Made up of the great Pirate Lords, the Brethren Court has been the 
a _ governing body of the high seas as far back as the Dawn of Civilization, 
a .* a time when the waters were untamed, the world a rougher place, and 
a sailor made his own fate. 
= ~ “ ‘ 

- At the First Meeting of the Brethren Court in the days before the : 

— great Hellenic society of Greece was founded, the Pirate Lords who 
: made up this body bound Calypso, the Goddess of the Sea, in human 
: —. + form. They sealed her fate with Nine Pieces of Eight, so that the rule 
i . " of the seas would belong to men. These Pieces of Eight are now passed 
a < down through the generations as each Pirate Lord names his or her 
—* successor to the Court. 
4 
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actual guidelines. 


Subsequent to the creation of the Code, new members of the Court / - 
were appointed, including the Keeper of the Code who is its protector * / — 

and herald. Upon request, the Keeper of the. Code will interpret the 
Codeas written, clarify points of contention, and: announce ad findings» 


to the Pirate Lords. The Keeper designates his or eg successor. 


—-_- The Keeper is assisted by the Carriers of the Code. These two men 
deliver the Pirata Codex to the Pirate Lords when so ordered by the 
Keeper of the Code. This position cannot be transferred and is held 
until mortal demise. 


At times when the very existence of pirates seems imperiled, and the 
2 Brethren wish to declare an act of war against a common adversary, 
i. they can do so only upon the agreement and the election of a Pirate 
_ King. A Pirate King is selected by a vote of the nine Pirate Lords of 


_ the Court. Prior to nomination, the King must fulfill the following . 

q - three requirements: the applicant must captain a ship, swear by the - F 

) code, and have killed a man. Once these prerequisites are proved, the . 

elected King is sworn in by the Keeper of the Code. Duties of the _. 

“ Pirate King are detailed in the Pirata Codex and include declaring war, & 

: _ assembling forces, and fashioning strategies. } hy “ 

al? -- 7 
‘The method of summoning the Court is in the form of a song. ; ve 
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Hoist THE COLOURS HIGH 


Yo, Ho haul together, hoist the colours high 
Heave ho, thieves and beggars, never shall we die 
Yo, Ho haul together, hoist the colours high 
Heave ho, thieves and beggars, never shall we die 


The King and his men stole the queen from her bed 
and bound her in her bones 

The seas be ours and by the powers 

Where we will... we'll roam 


Yo, Ho haul together, hoist the colours high 
Heave ho, thieves and beggars, never say we die 


Some men have died and some are alive 
And others sail on the sea 

With the keys to the cage 

And the devil to pay 

We lay to Fiddler’s Green! 


Yo, Ho haul together, hoist the colours high 
Heave ho, thieves and beggars, never shall we die. 


The bell has been raised from its watery grave 
Do you hear its sepulchral tone? 

A Call to all, pay heed to the squall 

And turn your sails toward home! 


Yo, Ho haul together, hoist the colours high 
Heave ho, thieves and beggars, never shall we die 


" Y’ve been told that the Third Meeting of the Brethren Court 
: ended badly. 


The Fourth Meeting of the Court was called by Captain Barbossa, 
Reefer ieord ot the Caspian Sea. | was preseml, as” WEE Captain 
Jack Sparrow and the newly instated Captain Elizabeth Swann. 
The East India Trading Company were advancing with an armada 
to destroy the world of pirates and Captain Barbossa was eager to 
release Calypso, a process that needed all the Nine Pieces of Eight 
be brought together again, in the hopes that she would bestow her 


Keeper the Pirate Lord of the Caribbean +t turns out, was eager to declare 
-° 6 6 ngact of war against the EITC. Barbossa maintained that only a 
22% bore Pirate King could declare war and this was confirmed by Captain 
, uncanny Teague—the Pirate Lord of Madagascar and Keeper of the Code. 
b Jack. There hadn’t been a Pirate King as long as I could remember, since 
re ~~ each pirate usually only votes for hisself, and they don’t usually live 
so” "" that long, anyway (occupational hazard). But when a vote was called 
_ for, Jack changed the balance by voting for Captain Swann and as 
she met the requirements for the position, she was elected King. She 
voted for war against Lord Cutler Beckett and the EITC. 


favour upon him in order to gain control of the seas himself. Jack, | 
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THE FOLLOWING REPRESENTS my best account of some of the topics that are contained 
within the Pirata Codex. These may not be the specific articles (because who can remember 


all of those bloomin’ things), but I’ve found that in practice, these are the ones that became 
most important to me throughout my career. 


A PIRATE'S PLEDGE 
All adherents of the Code pledge to be bound together as a 
brotherhood of pirates, sharing alike in life’s fortunes and 
troubles. Every member shall have an equal vote in the affairs 
of the moment and an equal share of the provisions. Every 
Pirate shall obey the Code. Anyone who fails to do so shall 
be marooned on a desert island, and left ashore with a loaf of 


bread or hardtack, a bottle of water (if any exists), and a pistol 
with one load. 


Auoy: hello 


:AC - T: eggs 
AVAST: stop, take heed CACKLE-FRUI gg 


AYE: yes COLOURS: a ship’s flag 


BILGE: the belly of a ship CUTLASS: a broad, curved sword 


BOOTY: treasure DEADLIGHTS: eyes 
BRINY DEEP: the ocean FAIR WINDS: good-bye 
BUCCANEER: GANGWAY: get out of my way; 


a Caribbean pirate also a ramp on and off a ship 


BUCKO: friend GRUB: food 
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DIVISION OF SPOILS 
The Captain shall have two shares of aprize. The Quartermaster 
shall have one-and-three-quarter shares. The Surgeon shall 
: have one-and-one-half shares. The Master Gunner, Carpenter, 
Sailmaster, and Boatswain shall receive one-and-one-quarter 
shares. All others shall have one share each. The Company may 
vote to temporarily withhold the Cook’s share should his food 
kill a shipmate. 


SLAKE: to satisfy a 
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SHANTY: Sea song 


COMPENSATION FOR INJURIES 
Any pirate who has suffered an injury from pillaging, a Wigs 
hijacking, swashbuckling, or other pirate duties shall receive 
compensation for the wound from the common stock. © 


COMPENSATION SHALL BE AS FOLLOWS, IN PIECES OF EIGHT: 


Loss of right arm: — 800 
Loss of left arm: 750 


Loss of right leg: 500 J 
Loss of left leg: 400 K we 
Fight wound: — 100 . OO 
Loss of eye: 200 ie thin 
Loss of ear: 30 Ducats 
Loss of finger: 100 


Trigger finger: 200 
Pinky finger: Life be cruel, mate 


In the event of the loss of a limb, the Surgeon or the Carpenter 
may be able to restore lost appendages with what is best suited. 
Spare planks or other miscellaneous items found onboard may 
be rigged as a makeshift prosthetic. If the injury is debilitating 
to the point of preventing a pirate from performing his duties 
as an able-bodied seaman, the Quartermaster will provide a 
new assignment. Replacement limbs lost on duty should be 
compensated at no less than half-cost of natural limbs, 


SHARES OF PROVISIONS 
Every member shall have an equal share of fresh provisions, 
however they may be acquired, and may take pleasure in such 
provisions at will, except in times of scarcity. Until said scarcity 
is voted over, it is necessary for the common good of the crew to 
adhere to rations. Anyone who takes more than his equal share 
of provisions at any time shall be marooned. 


Any pirate susceptible of eating any foodstuff rendered 
pernicious shall see the ship Surgeon post haste. 


Pirates should be innovative and creative, especially when it 
comes to cuisine. Catch-of-the-day items can include tuna, 
dolphin, bonito, swordfish, and mullets as well as any sea birds 
or doves slow enough to be caught. 


The issue of fresh food is a common and regular concern for the 
pirate. The best way to go about obtaining fresh food is to steal 
it whenever and wherever necessary. When possible, acquiring 
livestock, such as goats or chickens, is welcome as these will 
provide milk and cackle-fruit for some time, and, eventually, 
meat. When common provisions are scarce, snakes, shellfish 
including periwinkles and clams, and even monkeys will provide 


a reasonable food source. 5 ky 
AC 5 Ao at net te see the WM 
t e * ° 
aution Lee Lopeaee 
Best to eat any food that’s questionably fresh in the dark. 


zu 
Youve To test the freshness of an egg, see if it floats in water. If it does 


en it is questionably fresh, and should be mixed with rum 
surely oe before eating. 


8 594 of Whenever and wherever possible, eat fresh fruit (limes or 


lemons) to avoid the scourge of scurvy. 
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BASIC PROVISIONS 


BEEF CABBAGE Cocoa 
Pork APPLES OATMEAL 
RICE FLOUR VINEGAR 
: PUMPKINS SUGAR Rum 
: POTATOES SALT BEER 
PRESERVED VEGETABLES PEPPER ’ ._ WINE 
PEPPERS Suet AND MEDICINAL SPIRITS 
ONIONS COFFEE . WATER 
PICKLES TEA 


Additionally: iron pots, coffee mill, spices, saucepans, bowls 


bp ei: ‘cuit forms. 
tina skillet until hard biscuit : 
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WEAPONS 
= Each man shall keep his weapon, whether it be a cutlass, sword, 
pistol, or other piece, clean at all times and ready for action. 
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A A sword is an excellent means of keeping hie opponent > 


a arm’s length. Keep the cutting edge sharp and clean ¥ with 
o stone a cae pes, . a. Y Will 
he tf p= : e cutting edge of the cutlass’s curved blade also works LAD | 


especially well on heavy lines and canvas as well as cutting up 


> 


meat, splitting coconuts, and striking a spark to start a fire. 


KNIFE 
The smaller size of a knife makes it ideal for carrying in : 
one’s boot, on one’s belt, or in one’s teeth when cine the wouldve 


rigging. “Se —~ > ~ cut: hid 
Used for both cutting rope and sail, as well Las for eating. ‘ a out 
Types ince dirk 2 daBBEE mains ie stiletto, f Liason 


PISTOL , pp 
Used ‘a Cpr ction, intimidation, and as a good trading item. ont 


P| Also adds valuable weight when striking an opponent by ' 
7 hand. when the 
[4 Be sure to keep a small bag of gunpowder dry, or else your ee 

. pistol won't do a bit of good in any battle. 

’ AXE 


Used to cut through rigging lines, open closed doors or hatches, 
and even assist in climbing the side of a ship. Use defensively 


to cut the grappling hooks of an attacking ship and 1 an lose 


_ ~ combat. 
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Will Turners word 
SWORD FIGHTING 


ESSENTIALS 


by WILL TURNER 
Sve sho 


LESSON ONE: CHOOSE YOUR BLADE ome for 
Selecting the right weapon for one’s environment and Draitor 


skill level is of the utmost importance. The best way to Vo22€ wn 
know a weapon is to forge it. of folded 

A rapier or small sword would be the appropriate 7 4. fand 
choice for a gentleman’s duel, especially when there Ld 


is ample room to maneuver. These blades tend to be “cligne 


long, narrow, and double-edged. However, a cutlass 


or saber is ideal for fighting at close quarters, sugh as 
onboard a ship. Gord A Maven Oe 2 too! 


These swords have broader blades with one 
sharpened edge, highly effective for slashing attacks. 


tinea! 

LESSON TWO; TAK Eas Pine 

Learning the proper fencing stance is essential for 

maintaining one’s balance while engaging in combat. 

The feet are placed shoulder’s width apart and 

perpendicular to each other, with the leading foot 

pointed at your target. The knees are always bent, Lay that on 
as though you are about to sit down in a chair. The 
shoulders and torso face away from the opponent so as 


to present as little target area as possible. (See Figure A) anttl wheats 
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LESSON THREE: VARY YOUR PARRIES 


The basic fighting moves are the thrust, lunge, parry, = 
and riposte. To thrust, one extends the sword in the NY 
FicurE A direction of your target, keeping the arm straight a 
and the palm up. This move is often followed ‘S 
by the lunge, which rapidly closes the distance & fF 
between you and your opponent. With the ~ 


deeply at the knee and extending with 


\ the back leg, while keeping 
re, the back foot planted 
\ —— ¢ &y firmly on the ground. * 


Naicusss defensive move, used 
to deflect the thrust of an 


leading foot, take a large step forward, bending Ss ; 
ee) 


The” patiaaueeis sea . 7 
. 
opponent. Variations include the lateral, 

circular, and semi-circular aN 

Always be mindful to vary parries & 
in order to keep your opponent 
guessing. Follow up a successful 
# parry with an offensive thrust, 
EM called a riposte. 

Sword fighting is equal parts 
mental and physical. Sharpen your 
skills with daily practice, keep your 
wits about you, and always try to 
_ anticipate your opponent's next 


Lily ee te Davy Joness Locker! 
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CLAIMING A PRIZE 
If a pirate j is the i first to locate a prize and should find among this 
plunder a foegpon that is better than his own, he may take it as his 
own. Bh ber rest of the items will be chosen in turn with the Captain 
first, “Master second, and so forth in seniority. Ship’s musicians 
may May claim to any instruments found among the spoils. 


j ma 


No pirate shall strike Dost while on Dowie the Spe bet the 
event of such an occurrence, the. quarrel, shall be sie” n 
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OTHER GENERAL AFFAIRS 
No man shall game for money in any form, whether it be with 
cards, dice, crab claws, barnacles, or any other means. 


Lights and candles must be snuffed out at eight o’ clock. If any 
man desires to drink after such time, he shall do so on the open 


deck without Dsg. And if he decint follow VILE 


No man shall smoke tobacco in the hold without cap to his o. me, fill : 
pipe or hold a candle without lantern shield. If he is discovered a 
doing so, he shall receive such punishment as the Captain and / j 


company see fit. with 
While it is indisputable that a pirate’s life is concerned with pith cit 


acquiring stores, seeking riches, and sailing and maintaining 44, Lia 
his ship, there are aviv when a pirate may able to pursue an jam tncte 


entertaining diversion. Diversions may include the following: 


Singing and Instrument-playing ee fo A 


Dancing 
Te aA 

Reading f a especially 4 

Shuffleboard YF! ; 


Crustacean ring toss y ff toe 
LUV 


Badminton 


Scrimshaw 
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Alt players have a set of dice, in a cup. 


Each player turns his cup Pied and Pols 
at the numbers on top of the dice without 
letting the other players see. ip 


Each player in turn bluffs as to how many 
total units of die (ones, twos, threes) there’ 
are amongst all players. 


if Your pluff is called youl lose. . 
if you bluff successfully, you win. 


A hearty b 
Of Pirate 
My law is my 
My kingdom i . 
i ast head, 


No quarter ‘er [ go, 
But the prize We soon will take in tow. 
My men are tried, my vark is my pride, 
My men are tried, my bark jg my pride, 
For I'm the pirate of the isles, 
Ym the pirate of the Isles, 
Ym the pirate, Y'm the pirate, 
T'm the, pirate of the Isles. 


We luffa sail gale, 
O’er the dark nz Sea 5 
With a prize in view, 
‘And we'll haul her u 
three cheers, 


Ye Princely sons of Spanish Dons, 

With zeal and ardour burn, 
Came o’er the sca, to conquer me, 

But back have never returned 3 
Proud England too doth me pursue, 

At all her threats I smile, 
Tier men I've slain, her ships detain, 
Burnt,and sunk them on the main. 

— My men are tried. &e. 


SHIP'S MUSICIANS 
All musicians shall have their only daywof rest on the Sabbath. 
Any other day, musical pirates shall be granted leisure time 


only by favour of the Captain or Quartermaster. 


od by pl 


A pirate’s dress includes many uses for found objects. Belts and 


a bandoliers do more than simply hold up one’s pants. They also 2 


. hold ammunition, weapons, flasks, satchels, and any other small 

_ bit of plunder that can easily be strapped on and hung. Long 

leather coats convey ruggedness as well as serve as functional 

fashion as the longer tails provide extra warmth and protection 

against inclement weather. Shoes are optional, as they may 
induce slippage on the decks. 


Pirate bebwarned —the lecseue amen pirate’s clothing may hide 


a the feminine shape of a woman. 
g 
- ¢ 
sz - A CAPTAIN Poll VRE 
‘ _--——sTf. you are fortunate enough to be elected Captain of your — 
7 _ ship, your position may be made recognizable by the attire . 


you wear. The wearing of velvet, silks, gold trim, copious lace, 
™ Sor silver-buckled shoes will help to intimidate others, whether 
g- friend or foe, as they will most certainly be impressed by these 
. obvious prizes you have taken. 


- One way to develop es Captain’s apparel is to begin 


viel rly and wor your way down. The rest of the 
accoutre ents a +o ae 


Itis i imperative that a pirate captain maintain possession of 


ue. his hat at all times. When re! Maiee ZC 1 is stiff, hold on to your 
Sie Wie hat lest it blows overboard, or worse, falls into the hands of 


’ pe some lowly swab.* 
Mls, gave a *There are times when the wisest decision is to let the hat go. , 
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Dea rly. Gibbs, 

er ee pleased fo. recetue your latest teller regarding 

: te 
the recent engagement of your Mier, Margarel Please 
; Gm 

send her m Y congratidations. Svom whal you have told 
me of her, she must have a very stwceel Aisposttion, Ve 
should very much like lo make her acqguatnlance. 

A; Sam sure you are aware, Of myself ods recently 
bound. for the altar. Unferlunately, CORCUIUSAHCES AV OSE 
lhal prevented the cevemony from taking place, and 

'Z 
oe found myself nM JeObSESHON of a wedding dress thal 
. y & 
seemingly could not serve an Y further fumpose. He we 
forbid thal an Y such hing should happen fo your fo vely 
sister, bul on the slightest chance thal she meets a similar 
predicament, lhe following counsel May prove useful. 
ea @ jilted bride HOqUIVE fransportation aboard 
a ship in order Co rescue a fiancée tn need, or merely fo 
escapie lhe scene of the wedding, a wedding dress can be 
C O 
employed CS A MCAS of (nfluenctng the ship 5 destination. 
- (4 
Sulors, hetng quile suprertlous folk, are wonl lo belvove 


tn the catstence of ghosts, anda while wedding ress being 
7 


pupipeted, from Che MYGING can tnslill fear tn all manner 
of ‘stoul-hearted seafarers. 

She pobre of the gown can abso be ulilixed when 
patching sath onasan ad tn slowing descent when 

; fUMYung from hip lo ship. 

CAnd (n the event that a bride should. find herself. 
tragically marooned or dranded on a deserted tstand, a 
wedding dress can be fashto ned into a hammock, nigged ass 
a shield from the sun, 0% burned tn a signal, fire. 

F do hope that your sister never has an ¥p cattse fo 
consult these rumtnaltons, and. ‘plouse convey my wish Co 


have lea with her at her cartiest conmventence. 


WY: “arm BIS tS, 


Clixabeth 


oe : HOW TO LOOK FIERCE, YET PRACTICAL : 
A | Tattoos always intimidate. Additionally, they are extremely 
practical, as-they may récord a specific time in one’s life or 
travels, or. mark one’s identity lest one should be too inebriated 


to remember | it, or be killed and re rendered unrecognizable. 


Ps A rose and thorns symbolizes manly strength. 


“= sea creature will serve to remind you of the perils of 


A sparrow means “freedom.” It also indicates that a 
sailor has traveled a considerable amount of nautical 
miles. 


Body art is another way to instill fear and effect an enemy’s 
surrender. Decorating your face with extra eyes or teeth, or 
painting a skeletal pattern on the exterior of your skin can 
incite alarm and dismay. 

Wear black coal, tar, or grease under your eyes. It will keep 
the sun from blinding you on the water, as well as darken and 
disguise your demeanor. 


4 Letieve Ww er Barre - 
». PIRATE COIFFURE s heal: WwW 
: A pirate’s coiffure should, above all, attempt to look csetttne, fee v2 : 
whether he is adorned with locks, beard, scarf, or hat. ae 
Beards may be utilized to hold small knives, smoking fuses, Dhak 
Sr Ss varied devices to motivate submission. They are also useful peindecr 
Vy, to warm the chin and chest in inclement weather. L. ae 
a merely | Long hair may be desired by some, 4 in a gale can cause e) ee. 
Pe ide dire consequences when trying to read'a compass or map. ; 
Dreadlocks are easier to take care of, don’t flutter too muchin £ur~veve 
tunch. the wind, and are delightfully functional for stringing beads, cotd that 
shells, jewels, ribbons, coins, or other dangly bits such as f, He 
animal bones or ladies* favours. : ae tbe Yy 
Any sundry item may be included to mark one’s travels and (sie Ws 


ML 


showcase the exotic locales a pirate has visited. ye 


THE RIGHT OF PARLAY 


If a pirate is captured by an enemy ship, he has the right to 
demand Parlay, or temporary protection, until he may have an 
audience with the enemy Captain. At this point, he cannot be 
harmed. Parlay is not considered concluded until said captives 
and Captains have completed negotiations. 


It is best advised for any pirate not to get themselves into a 
position when Parlay would be utilized, owing to the fact that 
it is often an act done in desperate or difficult circumstances. 
However, if one does find himself in these straits, asking for 
Parlay might just save your skin. To master the art of Parlay, 
one must learn how to negotiate like a pirate—seeing to your 
needs above all others, unless the needs of others will benefit 
your own needs. It is also important to have leverage. 


Once an accord has been agreed to, with either a verbal agreement 
or by a handshake or simultaneous nod, Parlay is complete 
and the arrangement must be enforced. If negotiations are not 
correctly adhered to, the contract is not binding. 


However, failure to specify your desires, such as whom you 
are referring to, where you want to be put ashore, or when the 
agreed-upon circumstances will happen, may undo all your 
efforts. Never underestimate your opponent’s ability to interpret 
your requests to his own advantage. 
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Tortuga 
Ml, ay 14 


Oar ot tx. Siibls P 


AS sincerely hope that this letter finds you well and that a facr wind 
fills your sath. Surtll be most hapip y fo elucidate on the question you 
jprosed tn Your latest co rvesft ondence CONCEYN ing the art of prersuaston 
and the Vartous (NMNANCES which t may be implemented. 

Hixst, you must understand thal being a woman fr rourdes C3 own 
uUntgue sort of leverage wwhen tt comes Co masterful negotiating . Nth 
a till of ‘her head or a purse of her hips, a woman car turn the frevcest 
pun tnto the most malleable fully. HA (owe ver, ey, abo find a loaded 
gun lo be guile hebfifil when AS discover MY GUUIVY lo be, shall we 5aY,, 
veluctane. For example, when AS needed Ford Beckelt’s seg nalire 
on the Sellers of Maryue Mal could ensure Will's frcedom, of 
walked tnlo Beckett's office equipped with my feminine wiles and a 
pistol at the ready. 

Gn the event thal the frexrson with whome you are negotiating 
veguens thal you enhance Your offer, MS find thal cocking the pistol Us 
usually suuffectent enticement. 


When lriking barg ans with pvale caplains, lhe same 
frcncipiles of persuasion oply. SH (owe UCK, of you do nol have a 
weapon al hand, you wll, fend thal m ost fa trates ave “disinclined 
lo. acgyUtesce "bo your regents. ry additional leverage, such ws 
an tnualuable freece of treasure or a bit of vital knowledge, COM 

prove indispensable tn hese instances. 

Ff, You are unsure of the value Of. Your bargatn ng ch iH, 
merely dangle (Loverboard tn lhe frvcsence of Your foe and the 
truth shall be revealed. 

Finally, OP CMift FESS Upton you the magnitude of 


nfluence and authority thet ts lo be gained by being elected 
Cyae Ning. Ths 3a title of the greatest COMSE 


Puen ce and 


brings wth il the power lo command a fleet of ships so vasl and 


formidable that even the most tndometable Spronent can be 
A wough Clo tls knees. 


oO; you yourself utlnessed, (bts no small feat fo take on lhe 
@ : : ¥, ‘ : 
Cast Oleh Trading Compan yf and CMeCrge victoxtous / 


Nie a Cae ah You /rvend, 
C thy PEGA 

/ 
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ELECTION OF A CAPTAIN 
The Captain of a ship is to be elected by a majority vote of its 
crew. If at any time a crew, with sufficient evidence, finds their 
: Captain to be lacking in ability or offensive in nature, a new The 
Captain may be freely elected amongst the ship’s members. decpretl 
The Captain shall be made aware of the situation and will 
: graciously step aside, assuming another position on the crew. citcte sof 


Failure to follow this procedure will be deemed a mutiny. Af - 
4d 
Vhe Mmeand lt 


; reserved A 
ty WwW JSIoA A pirate Captain has the authority to hire a crew and command belrayerd 
eet 


his own ship. A Captain has absolute power in battle, but at all 
gett other times he is to be governed by the desires and needs of his 


crew. 


that thife The Captain is to be given the use of the cabin having the mutineers! 


4 ; 4 greatest proportion in a ship. However, the use of this cabin is 
td ane not exclusive and must be shared with crew members. Sharing 


of possessions extends to the Captain’s mugs and plates, 
foodstuffs and drink, and any other belongings, with respect to 


» J ; ; f sentimentality. 


There are times when a Captain must go down with his ship, 
and there are times when a ship must go down without her 
Captain. I’ve observed that these times are to be determined by 


the Cg bys Teast 
Does A Captain fav ahh 
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ANY MAN WHO FALLS BETIND (/ trouble wi 


A SHALL BE LEFT BEHIND 
er In any number of circumstances, a pirate may find ‘himself stranded on a desert 

of spending island, whether it be the result of marooning, shipwreck, or some other unforeseen 
calamity. As such, pirates should have fundamental survival skills in order to exist 


hoo much for long periods of time in adverse conditions. 


Ji, SED the A pirate must tend to his food, shelter, and comfort. The first course of action, 
therefore, should be to build a shelter, catch fish, and tend to basic necessities to 
aun—ttd make the experience as pleasurable as possible during your stay. 


addAle the How To Buin a SHELTER 


A, If you find yourself shipwrecked, and a substantial portion of your ship remains 
intact and relatively free of cannonball holes, it can be utilized as your form of 
shelter. If not, the following will prove useful. 


‘1. Find an unobstructed clearing void of rocks, tree stumps, etc. Within this 
area, there needs to be something to establish your shelter base—a large 


boulder, tree, or the side of a hill. 


2. Collect as many dry sticks, tree limbs, or pieces of driftwood as possible. 
Brace the largest pieces against your base, then fill the cracks with the 
smaller sticks as needed. When done, the sheltered area should be wide. 
enough to accommodate your sleeping body. 


3. Depending upon the climate of the area, collect palm fronds, leaves, or other 
vegetative material, both dry and wet. Cover the shelter with the dry vegetation 
first, then insulate it with the wet. Muddy leaves and dirt work even better 
Palm fronds may be woven to form a thatch. If you find yourself stranded in a 


cold region, you may use snow instead of wet leaves. 


4, If none of the above is available, you may seek shelter in a cave or in 
a ditch or depression, to avoid blustery winds. However, if it rains, the 
latter choice may prove to be an unfortunate one. 


How To MAKE A Hammock 


1. Locate two tree trunks approximately one and a half times your height 
from each other. If no trees are available, poles may be set into the earth, 
possibly from broken masts or ship parts. 


2. Procure a piece of durable fabric, preferably sail canvas. It should be large 
enough to contain your body, 
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3. Use two pieces of line or rope or sturdy vines strong enough to sustain your 
weight that are each several arm-lengths long. 


~ 


Cut several small holes along the “head” and “foot” ends of the material. Weave 
one piece of rope through the holes at each end. Secure each with a bowline. 


5. Tie the free ends of the ropes around the trees at about chest height with a 
bowline or several half hitches. i 


If you have enough line, you may construct your hammock by creating a net 
of knots. This might also prove creative entertainment as you await rescue, 


Sia TE TE 
Lt the geean breeze At AX on ’.% 
1. Climb a coconut tree and select a green coconut, which contains the biggest | 


amount of coconut “water” or “milk.” Be careful not to fall out of the tree, 
as this will delay accomplishing your task. ——_ —_ 


How To OPEN AND EaT A COCONUT 


2. Remove the husk and take note of the three “eyes” found at the end of the 
coconut that resemble a monkey’s face. : St 


3. Poke through two of the eyes. One ts to allow air in; the other is to allow 
the milk out. Pour into a container or drink directly. : : 


4. A coconut may also be opened by using a heavy knife or implement struck 
against its natural fracture points, or heated in a fire until it cracks. The 


white, fleshy part inside is perfectly edible. 


5. Toasting shredded pieces of the coconut makes a sweet supplement to 
any dish. Untoasted, mashed up.coconut spread on the skin will soothe a 
sunburn. pe | 


6. Husk fibres, the “cuir,” may be constructed into a rope or utilized in 
caulking your damaged boat. Palm leaves maybe used as containers and 
shelter coverings. Ambitious castaways may hollow out the tree trunk to 
construct a small seaworthy vessel. “, 


7 Never underestimate the entertainment value of coconuts if rescue seems 
hopeless. They may be fashioned into drums or the body of a musical 
instrument; used for and as target practice; or hollowed out.to provide a 
home for a small animal. , Sy ey, a ; 
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How To CaTcH FIsH 


1. Locate a place where fish are swimming. A fish will not come to your 
lure if there are none in the area. 


2, Locate an attractive enticement for the fish, such as a worm, grub, 
bug, or shiny bauble. 


Using a long pole of bamboo or wood, attach a line made of string, 
rope, heavy thread, etc., and at the end of that, attach a hook fashioned 
from a metal object, such as a pin, buckle, or wire. Attach the bait to 
the hook. Cover the hook entirely with the bait as to misinform the 
fish of your intent. Immerse the line in the water, and wait. 


Once you see that a fish has taken the bait, or you feel a tug on the 
line, pull the line up and seize the fish. Remove the hook and put the 
fish in a safe place. Repeat this procedure as needed. 


5. Fish may also be speared with a sword or knife. Guns and explosives 
may be a required last resort. 


How To Avorn a Monkey ATTACK 
1. Do not anger a monkey. 
Remove any glittering, shiny, or noisy accoutrements, such as bells or 


jewelry. Secure long, loose hair. 
7 / 3. Find a place to hide. While monkeys are wily, they also bore easily. 
from the They will lose interest if you do not make an easy target. 


neding TO Br RescurD 
1. Build a signal fire with all available flammable objects. The higher 


Pg Ae the flame, the better. 
L. y, wi of If a writing implement and paper are available, write down the best 


indication of your location, seal the paper in a bottle, and throw into 
the ocean. Tine 4 ! 
Lea turtles. an Nowe Pg fa / Aumes pee 


Weave a 


hair if meceddary, 42 


If a pirate should have the misfortune of being marooned on an island 
inhabited by cannibals, he should endeavor to avoid being made the Chief. 


If he is unfortunate as to be appointed Chief, he should keep in mind the 
following to play the part correctly until escape can be effected: 


<» Makeup and wardrobe are essential 


“Face and body paint should be lavishly applied in in ways that blend in 
with the tropical environment 


Jewelry may be edible. Take advantage of this in order to 10 feign the 
lifestyle. Be sure to nibble convincingly. 


It may help to claim to be a eunuch 


& 
* 
“ Look like you’re enjoying living the high life 
** Learn to speak the language 


When all else fails, reach for the spices 
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Key POSITIONS 
All pirates shall serve specific duties onboard the ship, based 
on ability and experience. If any pirate shall lose his ability 
to perform his normal duties due to injuries, curses, or other 
ailments, then another duty will be @pened to the afflicted 
pirates we eng Quartermaster. 


Captain: Leads the crew, assumes executive authority in 
times of crisis, issues orders when making sail and during 
battle, decides which treasures to pursue and determines 
the best course to achieve them 


Quartermaster: Liaison between Captain and crew. 
Settles disputes, acts as a civil magistrate and trustee for 
the entire crew; leads an attack against an enemy ship 
and/or acquires vessels;.takes command of any seized 
provisions, treasures, or prizes and sees that they are 
divided fairly among the crew ~ / 


First Mare: Assists the Captain in all manners, especially 


in the areas of navigation 


Master or Arms: Maintains om sordet att discipline 
among the crew, oversees the security OF the ane, es 


and guards prisoners (if any) Y 
i 
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Gunner: Keeps ship’s artillery and anmumton in order, 
teaches crew how to fire the cannons =~ 

Boatswain (ALTERNATE: Bosun): Keeps in his charge the 
ship’s colours, rigging, cables, and anchors 

Carpenter: Regularly examines and keeps in good repair 
the ship’s frame, masts, yards, boats, and any other 
woodwork onboard 

Surceon: Procures all medicines and medical instruments, 
administers remedies, regularly checks on the health of 
the crew and attends to the wounded 

Coorer: Makes and maintains all barrels and other such 
casks of water, liquids, and other stores 

SaiLMAKER: Makes, repairs, and stores all sails; oversees 
supplies including sail cloth, twine, needles, and 
sailmakers’ palms 


Coox: Prepares food, oversees and maintains food stores 


AT 


MASTERY OF THE SHIP 

It is absolutely necessary that a pirate know how to sail, but not all men are 
well-versed in nautical knowledge before they go on the account. Proficiency 
in these skills will make the difference in gaining a prize ora trip to the gallows. 
An unskilled pirate could be a danger to the whole crew. The following 1s 
meant to familiarize an aspiring man of fortune with the skills he will need to 
successfully crew a ship and perhaps even one day, captain it. 


KNOW YOUR WAY AROUND THE SHIP 


Bow — the front of a ship, often including a zowsrr1t—a pole extending 
from the bow—and sometimes a ricurenzav—a decorative sculpture, 
oftentimes a lady or a mermaid. 


. STERN — the back ofa Sis “The captain’s quarters are typically in the 
Live stern.” 


actually Bram —the Widest part of the ship, usually about halfway between the bow 
Leen and stern. “There is a parasol floating off our beam.” 


“HELM ~ the 1 means’ by which a ship is steered; either a wheel or a tiller. 
“vl he helm i is on the sterncastle.”. 


.. Rupper'—a fine like structure that pivots on the stern of the boat, controlled 


by the helm. 


Hutt — the body af the ship. “There were thousands of bloody barnacles 
ey the Dutchman’ s hull!” 


Keri —valfih-like-structat@mon the Metmneet the hull that stabilizes the 
ship. 
StERNcasTLE — the Prisca deck at the stern of a ship. 


Forzcastiz — also fo’c’s'le. The raised deck at the bow of a ship. 


CD ie eitthalaad a thipn 
Lek Tha fae heeland ahull 


deck. Tit mn. 
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DIRECTIONS 
Art-— toward the stern. “The mizzenmast is aft of the mainmast.” 


Fore/Forwarp — toward the bow. Fore is used when referring to the 
sail rig—“The sails were rigged fore and aft”—or when describing an 
object—“The foremast is shorter than the mainmast.” Forward is used 
in a directive sense. “The first mate walked forward to trim the jib.” 

AzEAM — off the beam. “The wind is currently abeam of the ship.” 

Port — the left side of the ship, or to the left. “Load the port cannons.” 

STarBoarn — the right side of the ship, or to the right. “Turn the wheel hard 


’a starboard.” 


Aer/Ler/Leewarp — away from the wind. “There are dolphins off the lee 


» 


bow. 


Winpwarp —toward the wind. “Look windward with your spyglass.” 


Upwinp — into the wind 
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HOW TO TAKE DIRECTIONS FROM THE CA a then Ps 
Comine azout — turning a boat so that either its bow or | 


stern passes through the wind. Coming about can mean 
either tacking or jibing. “We are coming about because 
the Captain’s hat blew overboard.” 


Tackine — turning a boat so that its bow passes through the 
wind. “We will be tacking before we reach that reef.” 


Jipine — turning a boat so that its stern passes through the 
wind. “We’re going to jibe when that island is off our 
beam.” “Jibe-ho!” 
STARBOARD/Port Tacx —the tack a boat is on is determined 
by which side of the boat the wind is coming from. If " 
the wind is coming over the starboard side first, the 
boat is on starboard tack. “There is a ship approaching 
on port tack.” 


Cominc up — when a boat is steered closer to the wind. ; 
“Come up, helmsman” means “Point the bow closer to 
the wind.” 


Fattinc orr — when a boat is steered further away from 
the wind. “Fall off, helmsman” means “Point the bow 
further away from the wind.” 


Contrary te the Lime Liwitlrepe 
Cptsin sey Yall off to a aa 
he idyit threw himself of the boalt 
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FOINTs OF SAIL 


CLosE-HauLEp — when a boat is sailing upwind with the 
wind at about a 45 degree angle to the bow. “We’re 
sailing close-hauled. If we point any higher, the sails will 
start to luff.” 


Ciose Reacu — a close reach is the next-highest point of 
sail. The wind comes over the bow at about a 60 to 70 
degree angle. “We’re on a close reach.” 


Bram Reacu — the point of sail where the wind is off the 
beam of the boat—at a 90 degree angle. 


Broap Reacu — on this point of sail, the wind is coming 
over the port or starboard quarter, meaning that the wind 
direction is somewhere between a 120 and 150 degree 
angle to the boat. 


Downwinp/ DEap Downwinn/ Runninc DowNwinp —the 
wind is directly, 180 degrees behind the boat, or “dead 
astern.” “We’re sailing downwind.” “We're sailing dead 
downwind.” “We’re running downwind.” 

* Wind is always classified by the direction from which it is 
blowing. An East wind comes from the East, as opposed to 
blowing towards the East. 

Ix Irons — when a boat does not have enough speed to tack 
(turn the bow through the wind), she gets trapped in 
irons, pointing straight into the wind. To move through 

the water with the least resistance, a boat’s natural 
tendency is to point bow first into the wind. “We only 
had two knots of speed, and when we tried to tack, the 


ship got caught in irons.” 


PARTS OF THE SHY 


RIGGING 

The rigging of a ship is classified into two different categories: 
the standing rigging and the running rigging. The standing 
rigging is permanent, and the running rigging moves. 


Stanpine RiccING ~ stays, shrouds, and other permanent 


yale parts of the rigging. 


Heapstay/Forerstay — a line holding up the mast that 
rarely ade 


attaches to the mast at one end, and the bow at the 


i. Peay, other end. 


Bacxstay —a line holding up the mast that attaches to 


oe the mast at one end, and the stern at the other end. 


0 thipe Surouns — lines holding up the mast that attach to the 
mast at one end, and the sides of the ship at the other 


De add theyre end. There are usually several for each mast, connected 


at various points along the height of the mast. 


ing te 
Aeferting Raines — small, ladder-like rungs that are tied between 


wie ASG the shrouds to allow a crewman to climb up the 


rigging. 
zy cat f Runninc Ruiccine — includes sheets, halyards, and other 


an the movable parts of the rigging. 


SuzEts — lines that trim the sails to the angle of the 


dinner hell. wind. 


Haryarops — lines that raise and lower sails. 
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Lines are either core or rLaxep on the deck of a ship, so that 
they can run free when needed. 


ro. = 


When lines are secured to some part of the ship, usually a 
cleat or a pin, they are ave rast. “Bosun, make fast the main 
sheet!” 

The anchor line (which can be chain, line, or sometimes 
sections of both depending on the size of the ship and the 
strength required) is sometimes called ropz. “How many 
fathoms of rode did you put out?” (A raruom is 6 feet.) ° 


SPARS 
Spars include masts, booms, and yard arms. 


Masts — ona three-masted ship, the foremost mast is called | 


the roremast, the middle (and usually tallest) mast is ‘on il 

called the matnmast, and the aftmost mast is called the | ff 

MIZZENMAST. , ; _ . 
Boom — a boom is a wooden pole that attaches at one end to 

a mast, at a joint that permits the boom to swing around ; 

(that point of attachment is called the goose neck). 


Booms are used with fore- and- aft- -rigggd sails. 


Yarp — these spars are rigged perpendicular 10a dash; but 
instead of attaching to the mast at one end like a boom, 
they attach to the mast at their cénters. Square-rigged 
sails are suspended from them. They are also connected _. 
to the mast in such a way to permit them to swivel, so «) 
the sails can be trimmed according to the wind angle. 
The outermost ends of a yard are called yardarms. 
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i “.. an . i ' 
a ' Worxine END/Stanpinc enp—the working end of the line is actively 
: er «lle : . 
. used to tie the knot, whereas the standing end is not. 
* OveRHAND Loop ~a loop of line in which the working end lies on top 


. - where the line crosses itself. 
 grerkand ¥191T~an open loop in which the line does not cross itself. a / 
Vit We Benv—uscd to tie two lines together. reef knot, eet’. 
j Ti StopreR KNoT—Uused to prevent a line from pulling through an opening. 


: eight knot Loop Knot—used to form a loop, whether it be fixed or adjustable. 


owbine; butterfly knot : 
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FicuRE-EicHtT KNOT-a stopper knot ideal 
for preventing a line from running through a 


block or pulley. 


Step A. Make an overhand loop with the working 
end of a line. 


Str, B. Pass the working end around Re back of 
the standing end. 


Step C.-Pass the working end through the original 
overhand loop and pull tight. 
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REEF KNOT- used to tie together two lines of 
similar thickness and material. 


Srrr A. Cross the working ends of two lines, 

keeping the right-hand line on top. 
~ Srer B. Pass the working end of the right-hand " 

line underneath the standing end of the left- - 
hand line. The original right-hand line will now 
be in the left hand, and vice versa. 

Srp C. Cross the working ends of the two lines, 
keeping the new left-hand line on top. ; 

Strep D. Pass the working end of the left-hand line < 
underneath the right-hand line. Pull tight." 


*Note that both working ends should be on the 
same side of the knot. > 


SHEET BEND-used to tie together two lines 
. that are of different thickness or material. 


Strep “A. Take a bight of the thicker line in one 

hand. | 
‘ster B. Pass the thinner line up through the 

underside of the bight. | 

srep C. Cross the thinner line over the far side - 
of the bight, and then pass it completely 
underneath the bight. 

Step D. Pass the thinner line under itself where it 


~ crosses the top of the bight. 
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Bow LINE -creates lak ustabtelaap. 


and best for attaching lies to the vuingles “R ’ 


of sails. Thats oA 


rnp A. Make an overhand loop with the ' i 
working end of the line. | m 


Strr B. Pass the working end thheygh the 
cringle and back through the und¢ide 6. 
of the original overhand loop. 

Step C. Pass the working end ar oynd 2 Le 

. the back of the standing end, an then 
through the top side of the original 


overhand loop. Pull tight. 


MONKEY’S FIST-used to weight the 
end of a line so it can be thrown more 
easily. It can be made larger and heavier 
by placing an object such as a stone or 
marble inside. 


. Step A. With the working end of a line, 


a mn | ' 
make three concentric loops. 


the wentel 


Step B. Wrap the line three times around 
@4 the middle of the three loops created in Cc 
PP oo 
Srep C. Pass the line through the first set 
of loops, and then wrap it three times * 

around the second set of loops, passing 

through the first set of loops with each 

wrap. 
Ster D. Work the strands until they are 
tight, or insert a circular object and then 
tighten. 
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THE SuHipS COLouRS 

The Boatswain shall be responsible for maintaining and hoisting 
the ship’s colours; however, each member of the crew shall at every 
opportunity take advantage to acquire more flags for the ship. All 
flags retained from enemy vessels or other countries shall be turned 
over to the Boatswain for storage. “ 

If “Hoist the Colours!” be called, the ship’s flag shall be raised. 
The Captain may also call “Hoist False Colours!” whereupon the 
flag of a particular nation is raised in order to give any nearby vessel 
of that specific nation the impression that your ship is from the 
same country. This encourages a friendly trust and an opportunity 
for your ship to get closer before true colors are revealed. Or the 
Captain may wish to send a more intimidating message to an enemy 
ship by flying the red flag, the “Jolie Rouge,” the colour of which 
symbolizes the blood of previous conquests. Circumstances will 
often dictate the best “ruse de guerre.” 

While flying a friendly flag is a useful plot, other strategies to 
entice potential quarry would be to dress as alluring females or act 
as reckless drunkards, although the latter may not be a calculated 
ruse if the crew is bored or uncontrollable. Methods to induce fear 
include throwing stinkpots, bilge water, or hardtack biscuits. 

If the attack is successful, encourage the surviving crew of the 
captured ship to join your ranks. If they say no to this opportunity, 
send them to the bottom of the séa. 
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BLEEDING HEART = death © 
ARM WITH SwoRD = pomed 
HOURSLASS = = Your hime.Ad af 


PLAIN RED FLAG = nomerey i 
SKULL AND CROSSED BON saath 


“SKELETON = heath 


P DANCING SKELETONS = Zn aaglis death ; 
a Rosse SWORDS = death | 
= DRINKING GLASS = 2 least te death f “ 
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Whether he uses a compass or the stars, a pirate must always be able to find his 
Way at sea. 
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NAVIGATIONAL TOOLS AND TERMS “4 
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Compass— an instrument used to find direction at sea or on land. Some compasses 
are comprised of a magnetic needle that rotates above a circular disc marked 
in degrees and directions, 0° being North, 90° being East, and so forth. Since XQ 
the needle will always point North, a navigator can figure his course from 
the position of the needle. Other compasses are made with a disc that sits on y 
a bed of fluid. The disc is embedded with a magnet so that it will rotate to SS 


indicate the navigator’s orientation. 


Cuart—a map of the ocean and coastline, usually including a compass rose and 
a distance scale. Charts often identify reefs, currents, and water depths. Y 


yr 
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PARALLEL RULES— two rulers joined at both ends by metal brackets so that they 
can slide freely across a chart and always remain parallel. This instrument is 


used to trace course lines and bearings. 
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Divipers—a scissor-like apparatus that can be adjusted to measure a certain 
distance on a chart. 

Loc— device comprised of a piece of wood with a long rope attached. The rope 
has knots tied in it at a measured interval so that when the log is thrown over 
the stern, the number of knots passing by in a given amount of time can be 


used to determine the ship’s speed. 
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Knot—unit of measurement meaning one nautical mile per hour, used to 
indicate a ship’s speed. 

AstroLape—a circular instrument with a sighting arm, typically made of brass, 
used to calculate a ship’s latitude by measuring the altitude of the sun or a 
star. Should be used in conjunction with celestial tables. 


COANE CC. 


Spy Giasses—used to magnify objects at a distance. 


Bt xe mattera! 
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oS USING A COMPASS 


MA 
Ge care BEARINGS — with a handheld compass, determine the ° 


Co 


peniiie. oa charted, permanent | landmark (like a fort or the“ 


Ses of an island). Two different bearings are required t to 


plat a fix. 7 4 . 
eee FIX — situate ee arallelyrules on ae compass 
i wrosa: aligning them with the bearing"« ‘ofthe fitst landmark. 
Slide the rules over to the charted landmark antWrace along 
‘ the edge of the rules with a pencil. Repeat ‘with the second 
landmark. The intersection of the two fines 4 is the position 


Xe 


of the ship. Circle it. & 


CELESTIAL NAVIGATION 9%, North Star is beat 


Taxinc a sicat — when the sun or a known star is clearly 
visible, use an astrolabe to determine the altitude of the 1 
heavenly body. This is done by rotating the sighting arm, , 
or alidade, of the astrolabe so that it measures the angle 


between the horizon and the chosen star. 


Hae 


CALCULATING LaTiITUDE — consult a current almanac of 


celestial tables in order to find the declination, or position 
in relation to the equator, of the chosen star for the date on 
which the sight is taken. Use this formula to calculate the 
ship’s latitude: Declination - 90 + Altitude 


DEAD RECKONING 


When it is cloudy and there are no permanent landmarks 
in sight, this method of navigation can be used to estimate 
a ship’s position. Position the parallel rules on the compass 
rose, aligned with the course the helmsman has been 
steering since the last plot was done. Slide the rules over 
to the last plotted position, and trace along the edge of the 
rules with a pencil. Taking into account the average speed 
of the ship as determined with a log, calculate the distance 
traveled since the last plot was done. Open the dividers 


so that they measure the corresponding distance on the 


chart’s distance scale. Place one of the dividers’ tips on the 
last plot mark. The place on the course line where the other 


tip falls is the ship’s position. Mark it with a semicircle 
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Tf the salt ts sticky and gains weight, 


‘ . . i, 
Fish bite least when a wind comes from the East. 


a Expect a storm when ropes are hard to untwist 
or candlewicks smolder. 


oe ne 


When seagulls move inland quickly, 
batten down the hatches. 


ta a 4 
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PSAILING ON ROUGH SEAS 
A wise Captain should know when to use a gale to his best 


aes advantage, and when to heave to and ride out a storm. It is } 
always best to take large waves at a 45 degree angle from the wring le 

bow in order to prevent the ship from being swamped. If a did 

ship is broadside to large breakers, she may founder. In order SP Pe I: 

to prevent losing control of the ship or tearing sails, reduce sail ‘hae L 

area in high velocity winds. If necessary, furl all sails. Le ‘ 

When a hurricane is brewing, it is best to find the nearest } dd 

port as quickly as possible. If you find your ship caught in pursuit of 

a maelstrom, it is best to sail towards the outer edges of the V7 ey 

whirlpool. The further towards the center you go, the more 2 Mf Tipe Le. 


difficult it will be to escape. 
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SHIP MAIN TENA] E 
he be In order to be apres from the clements, a ship requires 
PP ilor worth his salt Ir should be well 


, sequained with te practies of ae tarring, caulking, 


and sailmaking. . 
» 7 | ) .7 : @ 
: , _ 


Carzenine — Beach ae ship ¢ on shore every few: 
scrub down the hull to remove any barnacl 
accumulating sea srowths. These attachments 0} 
to slow down the vessel and somprogaite timeliness 


acquiring pirate booty. ei < . 


—_ at # : 
Varnish — is a sealant applied to wood that makes it 
resistant to absorbing water. This is i important because At 


CaunK and TAR — are inserted between the planks of a: 
a hull in order to prevent water from seeping Teoma A 
re + % “cracks, The caulk is cotton cord, chiseled into the cracks 


a and then saturated with tar to make it watertight. 
- any WK 4 ‘' 

AUMAKING = Th addition to needles and thread, a 

‘sailmaker’ s palm is an indispensable tool in constructing 

’ and repairing sails. This leather apparatus slips over the 

thumb and fits around th ae hand, serving as a sort 

. Mr ae push needles through thick canvas. 
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A. Bitte must know how to walk on ship, to avoid being tossed 
at the crest and trough of every wave. 


TO DO SO; 
voWalk like 4 duck. (bat mind waddling!) 


Turn toe jslightly outward. . = ; 
Keep knees slightly b bent. nfich, hat change depending 
Maintain a wide stance. 72 lhe AtZ€ of ihe waved 


Allow a level of buoyancy. with each step. 


Seasoned pirates have come to rely on the roll of the sea in 
order to be sure of their steps. However, this makes it difficult 
to regain proper composure when it comes time to use sea legs 
on land. 


TO DO SO: 


Take said sea legs straightaway to a local tavern. 


Notice rN Apply rum. 
didn say Legs should work properly. Ti non apply 
ie aA ; it? 


MW. 
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CARING FOR YOURSELF: ILLNESS 


A pirate should never underestimate his capacity for illness 
There are many common ailments that can afflict a pirate while 

at sea. Sailors should be mindful to watch for symptoms and 
see the Ship Surgeon for medical care if treatment is needed. 


If anyone aboard ship shall be unable to perform his duties 
due to ailment, see the Quartermaster for a new assignment. 


MAL DE MER OR SEA SICKNESS 


S———.. - Uf you wre 1G 


_» Green under the gills ie Be Ch, it és 
Unable to keep food or water down the 
Drowsiness a, te do doen 
Fatigue I Ls of the 


Send afflicted on deck to look at the horizon 
Salty crackers or hardtack 
Green apples (if available) 


SCURVY ee 
by the 


SYMPTOMS: 
Bruises, especially on the legs 
Inflammation of the gums 
Pain in the joints 
Thinning hair 


a: 
f/ €) REMEDIES: 


Limes, oranges, lemons, and other citrus fruits should be 
incorporated into the diet. 
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GreeiemrOR YOURSELF: HYGIENE 


Pirates should attempt to look after matters of hygiene, lest 
: ir fell w seamen. Inattention 


n a. in various ailments 


ee 


According to the ship Surgeon, most diseases are entirely in ’ we, * 
our power to prevent. Common afflictions can be warded of of ey , 
by hering to the following: L, fa i fells out of shape) ~ 
7 — * io - 
Exercisr. This is very important for keeping the blood send him ) 
__,, pumping and the humours balanced. *. oa mtu fe the . 


to matters of personal cleanliness 


and disease. 


+ 


hdl al ; e 
ae a a : =e, | « @ a: 
; FREQUENT BATHING is necessary 1m preserving one’s health, chow, ner 
ne y A . P . a , s Fue * : 
KAng and should be exercised whenever ina port of call. Fresh ,yery day 
Y is preferred; h “4 
water is preferred; however, sea water Is an acce table 
/ 2 
solution when it is the only option. / 


Exposure to filth and decom- 


ATTENTION TO CLOTHING: 
position has not infrequently contributed to contamina- 4 
tion and disease. ' Vfl Ui — 

a 


~ orat uycrene: Rotting teeth and malodorous breath may 774e heaton 
; ' 


be symptoms of ill health. Attention to teeth and gums to te i 
will improve one’s overall well being. Green apples are : 
fflicted with offensive win Adi 


particularly effective for pirates a 


exhalation, especially those with gold teeth. PELE On 


And of a cant find an IE os 
Wes thine Pig. 


) 
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A PIRATE'S CONDUCT 


A pirate should, by all accounts, do the right thing for his 
personal well being. Determining what is right, of course, 
varies upon the situation at hand. For example, one may fight 
fair, or one may chose not to fight fair if, in fact, one is doing 
the wrong thing for the right reasons. Keep in mind that in 
a fair fight, a pirate might be easily killed. Surely, that is not 
right. Therefore, there is no incentive to fight fair. 


- a win Part Royal The meaning of fer 
chaarly depends upron wham yor ath 
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Dear Me. Gillr, 


Gs we go our separate wauyy im Singepore 06 cavrg. ont the wmriows auppecls of 01 
plan, Thinks back 05 owe rcont conversation about the concept of a mone 
compass and how shay caused me t6 ponder mig ove ethical lenin 

7 bac lors eshed m few spars past-wethor considered. righ o agh tious mor 7 


0 cam pinpoint the precise dag upon which this chonge lgows 1 he ple Onde 
Be, setae idlervce that itwoe the dag that] chose to form one ollegiance 
determination te scue Wyss Swann. But tot determination Cramapormed me inte 


father could le both a pirate anc a good mar, for 9 have now become an embodiment 4 


Swanns colimatvorn of me, 


Willian Taner 


THE FAITH BUM Bia 
A TAVERN OF Drstt~<@FEON 
SHOAT ALL EyeOR TUG (Dies tink ton! 


E/ OS hams, 


( a On SO unceremoniously jpitebad ff the bina Yast nigh flowing a soventoonth Coast to the 
saccnssf ting of out latest prige, thon puedes a comfartabl positon wile the ng Gol a looly 
_faatrest!) an. sary snore ay than tha flagging of ‘an un brtrinmad bt an irrit ly de J 
pont some time musing on the sh eo ubich J hel noticed to ie the theme wa our dscns throughout the 
ming thet of ponesty. 3 I sit bars finishing off your gum J lpneend my reflections to paper. 
Th te f he a first ies bost fo toll the truth, aapocialy when Bie frou the one youre 
tolling ¢ Hath 10 wally t bolive the truth oven if you sald t ta bln 1 tall the truth quite a lot, yet 


peopl are aluays surprised, 


Vg Pi 
ww) fought is he eae fe man big can aluays trust £0 A Mtanest, HM ovesth, 
is the honest ones Ohad want to watch out 1 for-becass gis can never predict when they're Dye fo be 


sonatbingieredBly stupid, 

Th hirdly J bsions of honesty are often as BCASSATY ts the actualty Ua honesty. M any years 
of when I  preclined my intention for the Heirs of that delightful to in_ NV assau to le over 
their AIRS Beye immediately or ruin ae dae old ee lith were the Heys pele 
aHare that Sf had not a single shoe in y ye nor a other sssontial wsgponry that MOVe have nape 
their concern, i merely appeared conglotoly SINCETE aie was rausarded generously fir the offort, 


Sort g in my TE 5, if there ip men, “y the tuo nen, one of them iy jee, 


for commit tiyg a devious neSS ee the other, thon it is the wor Of she man who has not conanittsd HOME 
doylousness that you I is ey, ‘Meantnd HEE. “4 yes LONE down do 


Bartesse and any other mar Lhe 


Boer as impanean as honesty can a to beng Bi to he with oneself, hang 
wrillen all this, es have Pe sudtootttee disap son in iy prone re wrding Ue yy an 
honest eee that wuld toack anyone Lo edie ver acivus aspect af EL My honesty ae 


trustworthiness ae me to the as of my 83 ship on far too may occasions first to Cutler 
ii pease uben a ded rgardiy the contents of acargo I was to dolor prod fraudulent on 


his bohaf secondly 7 e arbossa when he Picked} me out of reeaing the coordinates for Tle 
zs A usrta gin bréasure of G ortas, marooning mé ona leeren Spit of eae and thordly fo 


(Day) ones fed boast. This last occurrence of me widencing this cunber some virtue 
of honesty also bd to my ee which J fovestly eat ha ban wade iE, 4) aes 
A Pa LT the f 
ge fete i fll 
Spee Vie bas of tb virtues of Turtys i, bape this nate finds yt at the 
_farthermost position from y pal and Bia way to an poyiof the rest of “your Lp iy 
ab bo wf ‘Mrvadlly “ike to Forrauing some remittance from 1404 for the use of a 
room - as Bee gtk baneth te Pil impeded Ue dilty fo share hie 
ash. Jb Forrasing of this coin without t parmmisslen 


undort by position for rg e000 14 
aad act er iriad a stealing as in my heart J bave apory intention of peviog. 
goa bathe us nypht toll you of Ty destination and its purges, for I fro yan sual gee 
bolove me whatsoever ihe daserigtion, but lt re spot offr shat it incldns a cask of 08 
sponses slaghant, and senna of fle 


A our sincerest friend, 


LUCK AND SUPERSTMEION 
Proper respect must be shown at all times for your vessel and 


the powers that be on the high seas. Mind your comings and j 
goings, or else you'll be welcoming a host of trouble. : 


i" Whenever you step aboard a ship, be sure it’s on the 
starboard side, no matter the inconvenience. Once 
onboard, spin around to leeward, as to make certain 
you’re not bringing any trace of bad wind aboard. 


2. Never whistle onboard. It’s a surefire way of attracting 
unwanted wind and spirits. 


3. «Ifa ship’s bell should ring without human aid, ’tis an 
omen of death. 

4. An overturned bowl anticipates an overturned boat. 

Be A school of porpoises swimming around a ship brings 
good luck. 

6. Golden earrings bring better eyesight. 

Te A piece of silver under the masthead and a piece of gold 


under the keel will ensure a safe voyage. 
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“Sh ° ” someone elses 


8. Finding and tossing a coin into the winds bétore sailing ¢eén ahi 
brings favorable weather. 


9. It is unlucky to change the name of a ship after its first anita Lee Vp 


berthing. 


10. Most every pirate knows a woman onboard a ship fisticuffé 


brings nothing but bad luck. 


Cren a wminatute one 


Wie BLACK SPOT 
If the Black Spot should appear on your hand or elsewhere 


upon the body, it is a sign that you have been marked for 
death. 


IF YOU SHOULD FIND YOURSELF AFFLICTED WITH THE BLACK SPOT: 
Remain calm. 


Wrap the afflicted area to avoid it being seen. (In some : 
cases you may receive the Black Spot written on a piece 
of paper. Destroy it.) 


Try not to bring unwarranted attention to yourself. 


In the event that you observe the Black Spot on a fellow 
mate, brush the evil from your chest, turn three times 
widdershins (to port), then’ spit on the ground. 


Lf 20 mg VExet Jack J & 
+ ID as atl 
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BESTIARY 


MERMAIDS 

These lovely creatures dwell in the depths of the ocean and 
look like women from the waist up, but below the waterline 
they have long tails covered in scales. Some have described 
mermaids as vain beings who spend much of their time singing 
and combing their long, beautiful hair. Others tell of mermaids 


who save sailors from drowning. 


SIRENS $ 

Sirens also appear to be beautiful women, yet they possess 
voices so unearthly that men can be driven to madness or 
even death by listening to their haunting song. These creatures 
perch on rocky islands, oftentimes in groups of three, singing 
their ethereal harmonies and luring sailors into treacherous 
waters. Many men have been so captivated by the sirens’ song 
that they have run their ships aground and perished in watery 
graves. | 


_ a 


| Thea 


sh KRAKEN 
tthe A Kraken is an enormous beast of Nordic origin that resembles Lettie 
- a squid of gigantic proportions. Its sheer size gives it the ability 
Kaakend to drag even the greatest of ships down to crushing darkness tory of 4 
eath, wasnt andits breath is said to smell like the rot ofa thousand corpses. 4, 4,, who 


zits giant tentacles will suction a man’s face clean off. One 


} Kraken was controlled by Davy Jones, who bid the colossal fee thn Cone 
ad. monster to locate those who didn’t pay their debt to him. with 
; A aa 
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SELKIES = tlhe Le 


) Selkies are seals that can shed their skins and transform into ae y; yy, 


humans. In order to turn back into seals, they need only to 


don their seal skins again. Take care not to fall in love with a deat aoe 


selkie. They are reputed, to be quite beautiful in their human 


form, but they shall always long for the sea and will transform to Keeps Aen 


back into seals whenever they feel the call of the tide. 
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A PIRATE MIGHT EXPLORE to the edges of the map and 
record all that he has seen, but as exhaustive a search as that 
may be, he will nary touch bottom for all the sea shrouds 
in concealment. As boundless as the sky, as luminous as the 
heavens, as deep as hope, as fierce as a murderous squall— 
the sea is all this and more. Civilizations will rise and fall but 
the sea will continue, as fathomless as time. It will nourish 
and it will destroy. In addition to the perils of reef and rock, 
storms and tides, there are dangers and rewards that offer no 
interpretation but that there is more than our pitiful mortal 
soul could ever understand. This magick, born of the primal 
waters and flowing through every waterway, is both foul and - 
fair. Be warned and be respectful. 

Thus, the sea is an enigma. It can humble the most dane of 
sailors with its wrath and unpredictability. And yet a sailor will 
always endeavour to tame it. An intelligent pirate knows that 
the sea must be respected, for there are all manner of mysteries 
that lie beneath its surface. 

This section recounts some of the adventures I’ve had, 
individuals and entities ’ve encountered, and curiosities I’ve 
seen in my travels across the boundless blue. These are merely 
one man’s stories, and by no means doctrine, but I hope that 
they serve to entertain and shine a light on the darker corners 


of the chart. 
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Throughout ‘your travels you will encounter objects that 

cannot be explained by traditional means. These objects 

may have special powers. Often, they may look like nothing 

remarkable, but their abilities should not be underestimated. 

TV dont basic rule to be observed is that belief in the object is as 
We ot important as the function of the object itself. It would be wise 

to keep a record of what you have seen and the talismans you 

Y there may have found or taken. Here are some that I have placed 


really avad down for your interest: 


f 7, es I’ve heard that some magical objects change according 
e to your need. Captain Jack Sparrow once told me about 
yD AG a set of keys that would open any lock you wanted it to. 


Bese Ault ® Jack Sparrow has a compass (ioe points’to what ms 


Le, Sal bearer’s heart desires. But in using it, he or she may be < hold off the 
Live surprised to find out what it is that they truly want. You Keys fore « 
that the value may be sure you want one thing, and it will show you i cape 
ofan a ject” another. r Jy, e 
tink always Tia Dalma gave Jack Sparrow a_Jar of Dirt in order to 
at protect him from Davy Jones, explaining that “land” is e 
where Jack would be safe and so he should carry “land” 
for“. - with him. Initially, Jack seemed dismayed. She taunted . 
- es him that if he didn’t want it, then he should give it back. . 
y, But her threat seemed to convince Jack that the Jar of 
What dhe ebject Dirt was more than dirt. 
witlhelp you can we you the courage te explore uncharted - 
NESTS. Live been te tince signed ups , 
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SUPERNATURAL ITEMS 
Fan 


DIVINATION 

There may be times when it is essential or unavoidable to learn 
about one’s future endeavours. There are many commonly 
known objects that are useful for the art of insight into the 
future, which would include mirrors, bowls of water, crystal 
balls, cards, or tea leaves. The procedure is to stare at the object 


until an answer is received. 
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THE REALM OF THE DEAD 


FIDDEBRS GREEN 
If a pirate has made his apologies for his wayward life, and sought 
and received pardon for his misdeeds, he may be fortunate enough to 
be offered residence in Fiddler’s Green at his Final Judgment. Here 
there is eternal calm and joy. Here, the fiddler’s fingers never rest and 
dancers never tire. = 

To get to Fiddler’s Green, an old pirate puts his oar over his shoulder 
and walks inland until he reaches a place where the villagers ask him 
what he is carrying. There he will receive a bottomless mug of grog, an 
eternally smoking pipe, and a seat in the sun at the local inn n where he 
can watch beautiful maidens dancing for the rest of time. 


DAVY JONES'S LOCKER 
An unseasoned salt may be wont to believe that Davy Jones’s Locker 
is merely the bottom of the ocean—the final resting place for sailors 
lost at sea. But I can attest that the true meaning of the Locker is as 
difficult to pin down as a loose sheet in a hurricane. - 
Davy Jones will senda dying tar to the Locker if he refuses Jones’s 
offer of servitude aboard the Flying Dutchman to delay his Final 
Judgment or if he crosses the evil captain. Since condemnation to this 
location is based on Jones’s punishment of the sailor in question, I 
assume that the nature of the Locker is a. manifestation of each man’s 


personal Hell. For Jack Sparrow, it was a vast desert where the Pearl 


sat, unable to sail. 


Lying dead on the Black 
oT le Vapen nes 


wwe it get there 
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PAE EakiAEST GATE 


The Farthest Gate will take you to the Land’ Beyond Death, © 


which includes all incarnations of the afterlife. The location of 
the gate changes depending on the season and the alignment 
of the stars. Once you pass through the gate, you will find 
yourself on a strait of water that will fork into pathways to 
different spiritual realms. 

To rescue Jack Sparrow, we traveled to the Farthest Gate, 
with a chart that Will Turner borrowed from Sao Feng to lead 
us to the Edge of the World. There, the seas spilled over into 
an endlessly long waterfall. Turner wanted to turn back, but 
Barbossa insisted that the only way to get there was to let the 
Hai Peng, our borrowed ship, run straight and true. I’ll never 
forget the unmistakable roar of the raging waters and the sight 
of the ocean itself flowing over and down into nothingness. 

We landed right at the shore of Davy Jones’s Locker. The 
Hai Peng shattered into a million pieces, but we managed to 
go on and locate Jack. Our trip back aboard the Pearl took 
us over the Locker’s dark waters, past a sea teeming with lost 
souls who Tia Dalma told us should have been in the care of 
Davy Jones to be ferried to the other side. 

The navigational chart that Will Turner borrowed leads to 
places known and unknown, to the afterlife, and to unexplored 
worlds. It’s made up of a series of rings that can line up many 
many different ways, which can steer you to places that could 


have monsters or magic. 
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I have heard a few stories about how this chart came to be. 
It seems an ancient Chinese emperor sent out a special cadre 
of his best explorers to travel to the ends of the earth, seeking 
the secret knowledge that lies at the far reaches of the world. 
Their task was to find not just the geographical information, 
but also to map out the metaphysical and metaphorical realms 
that could be reached by means other than conventional travel. 
The explorers, who traveled over endless miles of sea and land, 
returned years later after countless adventures, to compile the 
final map and present it to the emperor. The emperor realized 
the value of the map and instead of making it available to 
everyone, hid it away to protect its secrets. 

I was also told, in an interesting variation on this story, that 
the explorers came back one hundred years later, not having 


aged a day. 


There was Chinese Ww : UL oeh <n 
AY. MAVIEL TC 


ee eee Beautiful Yoddets 
ih, gti get the coordinates for that! 


alte daw pictured on the chart of a yume 
dragon and Mrangely, tle At, ae 
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TES CReZEN FLASH 

The Green Flash signals the return of a soul from the world 
of the dead. It happens at the last glimpse of sunset—shooting 
into the sky. Some go their whole lives and never see it. Some 
claim to have seen it, but have not. 

I learned firsthand about the Green Flash when the Pearl 
and her crew (and her captains) were trying to get back from 
Davy Jones’s Locker. We found the right passage—if I can 
call it that—on the Map to the Land Beyond Death, where it 
was written: “Over the edge, back over again, sunrise sets at 
the flash of green.” Well, I thought that sunrises don’t set. Of 
course, a sunset is relative to whether you are above or below 
the ocean—and when we realized what this all meant we were 
as below as anyone could possibly get. 

Jack Sparrow—clever as always—was able to figure what 
to do. He was playing with the map, turning the rings around, ~ 
when several Chinese characters lined up and suddenly he 
could read the words “Up is Down.” After that, he started 
running from port to starboard and back again. Admittedly, his 
actions could have seemed fairly normal for him and unrelated 
to our dilemma, but it wasn’t long before we discerned his 
true purpose and joined him, racing from rail to rail, timing 
it with the water’s swells. Cotton let the wheel shift and the 
ship tilted over. I held my breath as we rotated—almost lost 
my grip and was floating away when Marty grabbed me. But 
blessed sweet Westerlies, the ship righted and we gazed upon 
the most beautiful sunrise I’d ever seen. We had made it back 
to the land of the living. 
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TIA DALMA 


Tia Dalma was a hoodoo priestess with fathomless powers. This 
mystic could be found in a small wooden house above the swamps 
of the Cypress Forest along the Pantano River. There, inside 
the thick, smothering jungle, bloodwood trees line the banks, 
their roots spreading like gaping jaws. In and amongst this dire 
swampland, her devotees could be found, making offerings and 
burning candles. But these silent acolytes were to be ignored, for 
they were most certainly in as grievous straits as any seéker who 
plied the bayou waters. 

It was said that Tia Dalma had been practicing her ways since 
the waters were tamed, but as it is impolite to ask a woman’s age, 
no one was able to confirm that. Let it just be stated that several 
generations fell under her spell and there are many who could tell 
interesting tales of their relationships with this enchantress. 

She appeared to be an eccentric, but her skills in the realm of 
magic were exceptional. She could scry (although it was thought 
inexplicable that she used crab claws for this purpose) and could 
see through the cloud in a man’s mind to his past and his future. It 
was rumored that she also possessed the ability to return the dead 
to life. But it was no rumor—she brought back Captain Barbossa 
to help us navigate the weird and haunted shores at World’s End 
when we went to rescue Captain Jack Sparrow from Davy Jones’s 


Locker. 
' Tia Dalma was an extremely seductive creature who cast 
an enticing but tangled net. Her charms did not always effect 
good fortune, although her abilities were unquestionable. Her 
knowledge was vast. I learned not to doubt her when she offered 
protection and never to cross her—she was a strong ally and could 


be any even stronger enemy. 


In order to receive her services, payment was required. This 

could have been an object of immeasurable value or, if you were 

fortunate enough to have acquired one, an object of supernatural , 

nature. She was also known to barter. yy Bh woul, want, that 
Tia Dalma helped Captain Jack Sparrow in his search for the 4, 


Dead Man’s Chest, using her crab claws to scry the location of the 
Flying Dutchman, and then joined us on our journey to the Realm 
of the Dead. Later, as we made our way to the convening of the monkey, 
Brethren Court, we learned that her reason for helping us bring LLL never 
Jack back was not as unselfish as we might have thought. She was, WwW 

as it turned out, the goddess Calypso bound in human form, and 


Jack had the last Piece of Eight needed to release her. 
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CALYPSO, "G@DDESS”" OF THE SEA 

Of Calypso’s. beauty and power, all sailors were in awe. Her 
womanliness was unsurpassed in grace and bearing. She was 
as changeable and whimsical as the sea itself, ad exemplified 
the deepest charity and brilliance of woman’s mercurial nature. 
Calypso’s powers were only eclipsed by the great god of the sea 
Poseidon himself, and only Zeus, chief amongst all gods, could 
command her. 

As with all beings of great might, she was both a nurturer and 
a destroyer. Calypso had dominion over all the seas, calming 
troubled waters but also stirring up adversities that vexed all men, 
reminding us that her inexplicable behavior was a manifestation of 
the Wild Ways—that which kept us separate from the domesticated 
society of men on land. 

She was the protector of all sailors. It was she who sent forth 
the Dutchman to rescue souls lost at sea. This was the most noble 
of her mandates, as even the most scurrilous of sea dogs could 
be granted the opportunity to seek and find forgiveness for their 
crimes, allowing them to find safe harbor in Fiddler’s Green. 

As I said earlier, at the First Meeting of the Brethren Court, the 
Pirate Lords bound Calypso, the Goddess of the Sea, in human 
form, sealing her fate with Nine Pieces of Eight so that the rule of 
the seas would belong to men. But in doing so, the now calmed 
waters became traversable toall seafarers, and the East India Trading 
Company was able to gradually assert dominion over the world’s 
waterways, exterminating all pirates who stood in their path. In 
order to fight against this, the Pirate Lord Barbossa suggested that 
the goddess be unbound, to take our fate back into our own hands. 
He also hoped that, as her liberators, she would grant us her favor 
and bring her powers to bear against the EITC. 
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Most of the Pirate Lords would have liked us to believe that any 
attempts to seek out Calypso would prove as futile as sailing with 
a compass that doesn’t point North. But Barbossa knew that none 
other than the mystic Tia Dalma, who lived on the Pantano River, 
was the human incarnation of the goddess. When we sought to 
save Jack Sparrow from Davy Jones’s Locker, Barbossa persuaded 
Tia Dalma to join us on this voyage, although it was not until later 
that we learned the reason why. 

After the Pirate Lords voted to go to war against the EITC, 
Barbossa was able to enact his scheme and release Calypso— 
fulfilling the deal that he had made with her after she brought 
him back from the Realm of the Dead. The Pieces of Eight, which 
we borrowed from the Fourth Meeting, needed to be burned 
together, on water. Then one needed only to say the incantation, 
“Calypso, I release you from your human bonds.” ”Iwas said it 
must be spoken softly, as if to a lover. Barbossa did all this on the 
Pearl as we sailed to meet Beckett’s armada; though Barbossa’s 
declared recitation did not initially work. It was Ragetti who freed 
the goddess, voicing the words with a genuine love of the sea. 
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THE TREASDR EFOF ASLA DE MUERT7as 
On the Isla de Muerta—an island that could not be found except 
by those who already knew where it was—lay a chest filled with 


882 pieces of Aztec gold. The gold was blood money, paid to the 
Spanish conqueror Cortés to stem the slaughter he wreaked upon the 


indigenous tribes of the New World with his army. But the greed of ‘ 


Cortés was so great that he dishonored the payment and continued his 
bloodshed to gain even more riches. A legend grew that these actions 
so angered the heathen gods that uy placed a most terrible curse 
upon the gold. 

The legend was confirmed when Captain Jack Sparrow used his 
compass to locate the island, although he did not actually see the 
treasure until many years later. His First Mate Barbossa persuaded 
him to share the coordinates with the crew and then led a mutiny that 
left Jack marooned on a small tropical spit of land with only a pistol 
holding a single shot and the knowledge that the treacherous Barbossa 
and his crew were sailing away with the Pearl towards a treasure that 
would seemingly allow them a free and unfettered life. 

Barbossa and his crew frittered the coins away on food and drink 
and pleasurable company. But the more they gave them away, the 
more they discovered that drink would not satisfy, food turned to ash 
in their mouths, and that pleasurable company left them wanting. 

The final aspect of the curse, that would reveal their true nature to 
an unsuspecting eye, was that when moonlight fell across their bodies, 
they became skeletons. The crew continued plying the waters, learning 
that, in order to end the curse, all the scattered — of gold needed 
to'be restored to the chest and the blood repaid. 

In time, they found all but one piece—the piece that me 
crew member, Bootstrap Bill Turner, sent to his son Will! Will set sail 
to find his father, not knowing that Bootstrap had been sent to the 
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bottom of the sea by the crew for his action. Will’s ship was attacked 

by the Pearl, but the boy was rescued by a ship carrying Governor 
Weatherby Swann and his young daughter Elizabeth, who took the 
coin fearing that Will would be mistaken for a pirate. It lay hidden 
in her dresser for ten years before she was compelled to wear it one 
fateful day in Port Royal—the same day that Captain Jack Sparrow 
arrived, looking for a fast ship to commandeer. 

Elizabeth was captured when the Pearl arrived in the port, 
summoned by the call of the coin. Will Turner, a blacksmith now, 
threw in with Sparrow to find her (for Will was in love with the lass), 
and this pursuit eventually ended at Isla de Muerta, where the e 
debt was paid and the curse was lifted. By prom ome - 


Isla de Muerta went all pear-shaped aftér this, and was reclaimed wa 


Seem by the sea. 


2 BLACK PEA Kae 

You may have heard rumors of a ship with black sails that was so fast it was 
nigh uncatchable. Many years ago it was said to be crewed by the damned 
and captained by a man so evil that Hell itself spat him back out. That 
man was Hector Barbossa, under the curse of the Aztec gold. Sightings 
of the Black Pearl have been reported all over the world, ranging from 
Madagascar to Newport to Singapore. 

One story I’ve heard whispered is that the Pearl was originally the well- 
known merchant ship the Wicked Wench, captained by Jack Sparrow back 
when he was an honest seaman, ferrying cargo to and from Africa. Cutler 
Beckett, on behalf of The East India Trading Company, commissioned 
Captain Sparrow to pick up a cargo, which Jack agreed to do. But when he 
found out that the cargo was human, Jack refused to be involved. Furious 
with Jack’s unwillingness to close the deal, Beckett tracked down the ship 
and set her ablaze. She sank to a watery grave. 

Not much is known about the events that occurred after that, as much 
of Jack’s past is mired in a thick fog. Somewhere in the midst of all of it, 
Beckett unjustly branded Jack a pirate, leaving a mark that had nothing to 
do with Jack’s past, but would have everything to do with his future. 

Jack loves that ship more than his own life. That’s why he made a bargain 
with Davy Jones—and I wish I’d been there to witness the negotiations!—to 
raise the ship from the bottom of the ocean, but neither he nor the ship 
were the same since. She emerged a ghost ship, her sails tattered and her 
hull blackened. Jack renamed her the Black Pearl and turned to a life of 
piracy. In return for Jack’s soul, Jones allowed him to captain the Pearl for 
thirteen years. Sadly for Jack, the ship was taken from him after only two 
years when his First Mate Barbossa led a mutiny. 

After many years, Jack got his ship back, but went down with her when 
the Kraken pulled her down to Davy Jones’s Locker. He came back up 
with it—and Barbossa—when he was rescued. It’s been a constant battle 
between the two “Captains” ever since. 
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DAVY JONES AND THE FLYING DUTCHMAN 

For many years, there was a legend that, when a sailor was faced with a 
watery grave due to shipwreck, illness, desperation, or other calumnity, 
Davy Jones would appear and offer him the chance to delay his Final 
Judgment by serving on the Flying Dutchman, an immortal ship that 
can travel above or below the waves. Contractual terms were typically 
one soul, bound to crew a lifetime on the Dutchman. Other contracts 
extended to one hundred years or an eternity. 

While this option allowed the sailor to avoid death, his fate would 
actually prove to be much worse, as an eternity of servitude on that 
loathsome ship was just as close to losing one’s soul as is being delivered 
not to Heaven but to that fery place of infernal unhappiness. And as 
time passed, the crew member would become more of the sea than 
of man—barnacled, transformed, and eventually part of the Flying 
Dutchman itself. 
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Here is the history of Davy Jones so far as I have been able to surmise 
it: Jones was once a man, like any other man. It was said that he was 
charged by the goddess Calypso to look after those who had died 
at sea and to ferry them to the other side—a noble deed. Every ten 
years, he would be granted the opportunity to come ashore and be 
with Calypso, whom he loved. 

But at the end of the ten years, when he went to meet her, she did 
not appear. His love betrayed, he corrupted his purpose, and his own 
body became corrupted as well. 
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It was Jones who told the Brethren Court how to bind Calypso into 
human form. He never stopped loving her and the pain it caused him 
was too much to live with but not enough to cause him to die. In his 
madness and grief, he carved out his own heart, locked it up in a chest, 
and hid the chest from the world, buried on Isla Cruces. He kept the 
key to that chest close to where his heart once was. 

Jones also had a Kraken at his disposal that would find and take 
you down to his Locker, a place of unimaginable torment. 

Occasionally, when a deal was being struck with Jones, an accord 
could be reached that would temporarily defer the time to be served 
and grant the seeker’s urgent desire, such as the raising and captaincy 
of a sunken ship or the retrieval and marriage to a lost loved one, but 
such actions were consequential and payment could not be avoided. It 
was not a matter of how long until he came after you, it was a matter 
of how long before you were found. 

Rarely could the afflicted’s fate be avoided. However, there were 
cases when a new deal was struck upon the first deal’s termination, 
to substitute the soul of the selected individual with an agreed-upon 
amount of alternate souls. The worth of the individual’s soul was 
determined by Jones himself. 

The Dutchman sails as its Captain commands. But the crew is not 
bound to the Captain; they are bound to the Dutchman. Whoever 
controls the heart of the Captain of the Dutchman controls the Seven 
Seas (and by extension its crew). I learned that whoever holds the 
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heart has the power to free the doomed souls enslaved as crewmen. 
But Jones took care to keep the heart beating, for whosoever stabs the 
heart of the Dutchman’s Captain will take his place. 

I witnessed all the above with my own eyes. After the Brethren 
Court voted to make war against the fleet assembled by the EITC, 
Jones—the terrible haunted man—nay—shell of a man—would have. 
wreaked havoc on the innocent and destroyed the pirate fleet without. 
quarter, for he was a soulless brute and controlled by duplicitous 
bilge rats. We all would have died in the fierce battle had not the heart 
Jones protected, so fiercely and so undeservedly, been destroyed by 
the thrust of a sword—a sword that the bearer himself crafted in an 
earlier life and then used of his own free accord! And so the duty of 
the Captain of the Flying Dutchman was passed to another and all 


were saved. 
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